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Dou're going down. 

It f s dark, Its dangerous. 

Ir$ deadly. 

And you and your party are 
about to go down there. 

Its the haunted maze of the 
terrible Serpent. The very one 
that's brought tenor to the 
countryside for hundreds of 
years. The one who makes the 
crops go bad, the milk turn sour 
and the earth heave with foul 
indignation. 

The four of you are an unlikely 
band. You barely know each 


other 


yet. Each of you have 


your reasons for braving the 
many horrors of the labyrinth. 

There's Ajax. The powerful 
Warrior from the frosty North. 
The Serpent has brought ruin to 
his people. 


There's logo. A strange 
Wizard from the Swamp 
Lands. The Serpent torments 
his dreams. 


There's Mask. A Thief from 
the city. He claims that 
a lust for treasure is his 
sole reason 




the quest. 

Finally, there's Erin, A 
female Mystic from the 
Realm of Shadows. Her 


motivation? None can say.. 


Together you four will come to know the twisted 
maze that is the Serpent's home. You'll fend off 
throngs of monsters, demons and other perfectly vile 
creatures. And you'll decipher ways to evade their 
cunning traps and black magic curses. 

You will learn to use the mysterious ZOOM TUBES to 
speed quickly from level to level. And you'll stumble 
on magic spells and mystic weapons. 






































Most importantly, you'll search 
for the powerful ruby artifacts 
scattered throughout These 

were the trappings of the 
legendary Ruby Warrior 
and not until they are 
retrieved can the 
Serpent be challenged 


If your party is wise, you 
will listen to the council 
of the aging Hermit 
who appears without warning 

to offer advice and clues. 


As oold winds howl through 
the tunnels of the maze., 
creatures crouch in anticipation. 


The door is open. The Dungeon 
beckons. And the time to enter 
is now.,, 



1. (Vloke sure the power switch is OFF, 

2. Insert the Swords & Serpents" 

cartridge as described in your 
M ntendo Entertainment System* 1 
instruction manual 

3. Turn the power switch ON. 


You wi 11 first see the Swords Bt 
Serpents Mtle screen. Press any 
button to advance to the credits 
screen. Then press any button again 
to begin. 


Number of Players Your first option will be to select the 

number of players— you may play 
with either 12 or A players. 


1-player games 


Move the arrow beneath the desired 
number of players by pressing the 
RIGHT and LEFT ARROWS on the 
CONTROL PAD. Then press BUTTON A 
to make your selection. 


In 1-player gomes, you control all four 
characters on the quest, You con 
direct each character individually. Or 
direct them as a group. You can 
allow character to trade weapons 
and other items. In short, all four 
characters are at your command. 


you will 




Ivance to the next senes of options 














In 2-player games, ore character is 
designated as the leader. The person 
’'playing 1 ' that character will lead the 
others through the dungeon. 
However, each player contras his 
own characters] in combat, in 
casting spoils and in inventory 
management. 


So the leader can’t get into the 
inventory screens of other players, He 
can't force others to buy. sell or trace 
items. Nor can he force a character 
to fight if that character chooses to 
run during combat, 


the leader wilt control the first and 

third characters in the party (see 

Join the Party, page 16] The second 

player will control the second and 
fourth characters of the party. 


you will 

then be asked to determine which 

character wilJ lead the party the 
first or second, Make this decision by 
moving the arrow and pressing 
BUTTON A. 


io play a 4-player game, you must 

own the NE S* Satellite'” or other 

NES-" licensed 4-player Adapter. 


You will first designate a leader to 


direct the party of four through the 


dungeon. But during combat, each 

player is on his own, 


Just as it is in the 2-player version, 
players cannot manipulate each 
other's inventories. Nor can they force 
a player to hang around if he wants 
to run. When in combat and in shops, 
each ptoyer controls his own 
character. 

If you selected 4 players you will 

again be asked to designate □ 
leader. Press BUT TON A to da so, In 
the four player game, each player 
controls his own character except 
when moving through the dungeon 
The leader will control the 
movements of the entire party 
throughout the dungeon. 



of players, you'll be asked if you want 

to play a new game or not- 

Jf you select BEGIN A NEW GAME: 

you will now proceed to the 
character selection screen, 

If you select RESTORE AN OLD GAME: 

you must have previously saved a 
game, If you hove done so, enter the 
f ive codes as they are requested. 

Since the dungeon is so large,you 

will not be able to finish the game in 

one sitting But you also don't want 
to give up all the time it's taken you 
to accumulate items and Experience 
Levels. That's why Swords and 
Serpents allows you fo save games. 

































You Will fa* gly*rl fa $p*€lal 

lor roch character. 
This one is lor Mask to r Miis 
gome up to Hrilir point. Be 
sute to copy each code 
oorreolly. 


press the START 
BUTTON at any time during 

exploration mode. [When you're not 

fighting or making menu choices). 

Select the SAVE GAME option. You 

will then be given five cades—one 

for each character and one for the 

overall game Write each one down. 
Double check your nates with the 
code on the screen. Jt only takes one 
wrong letter or number to be denied 

occess to a saved game! And keep 

the paper you 'wrote the code on in 

o safe place. 

What doesn't get 


Who! 



saved: 


saved: 


Inventory 


Automatic Maps 


Experience Levels Experience Points 

Spells 
Spell Points 
L ife Energy 
Gold (Treasury] 

Character Attributes 

Puzzles you Solved 


important Game Saving Note: 

When you save o gome, no matter 

who/ level you are on, you wifi always 
return to o Temple (Level 15 or 10). 


Lev^L You're 

On When 
Saving Game 


Temp!® Level 
You Will 
Return To 



1-4 

5-9 

10-16 


1 

5 

10 


This is to your advantage since ail 
your health and spell points will be 
rejuvinated at the Temple. Also,, levels 
5 arid 10 ore good places to lake a 
break and save, since you will be 
returned directly to that level. 


Another good time to save a 
game Is just otter you've been 

elevated 1 Experience Level This is 

because Experience Levels ore 
saved, but Experience Points are not. 
(for more on Experience Levels and 
Points see page 18), Additionally, if 
your Lite Meter is low and you Ve goI 
a lot of gold in your treasury, you 
may want to save your game to 
preserve your stash, 


Entering codes to restore a saved 

First select RESTORE AN OLD 
GAME and press the A :3LJT TOM. You 
will then be asked to enter the name 
of a g iven character. If there is 
already an appropriate name shown 
on the screen, simply move the cursor 
arrow directly to "DOME"' and press 
the A BUTTON, If not re-enter a name 
first Always restore characters in the 
same order that they were saved. 


To enter names.and codes: simply 
use the ARROW keys to move the 
cursor arrow around the screen until 
ifs pointing to the desired letter,, 
number or symbol Then press the A 
BUTTON. To bock up and erase what 




























you've done, press the B BUTTON, 
When the name or code is entered 

exact ly as you wo nt it, move the 
cursor arrow to '’DONE'' and press the 


A BUTTON. 


Newer Existing 

Characters? 


If you chose to start a new game, 

you'll have the option of creating 

new characters or using the four 

already built into the gome, 



You can (, plaf ,? the- 
character* that come 
will! !lhe aa-mi* gr yog 
can ct ftritv your awn 
characfer*. 


If you select USE EXISTING PARTY: 

you will then be sent directly to the 

top level of the dungeon to begin 
actual gameoby. the pre-existing 

party gives you a balanced set of 

characters fl Warrior, 2 Magicians 
and i Thief] capable of completing 
the game. Another advantage of 
using pre existing characters is that 
their names are already entered 

for you. 






you will be given the 

opportunity to name and accept 
statistics for each character. You will 


require 1 Magician to finish the game, 



press the 

A BUTTON to accept the statistics 
shown Press the 3 BUTTON to "roll up 1 ' 

o new set of slots, 14 is the highest 

rating of an attribute any character 
can start with If you are playing with 
seve r ai players, you may wish to set a 
limit on the number of roils you can 


lake since the game allows you to 
■’rolf indefinitely if you like, 

Once the statistics have been 
accepted, you will then be asked to 
name the character. Enter the tetters 
as described under To enter names 
and codes.. .on page 9. But 
remember: a name cannot hove 
more then 6 letters, 

Finally, you must select a profession 
for your character- Magician, 
Warrior o r Thief Moke sure you have 
ot least 1 Magician, fo belter 
understand the various professions, 
attributes and ratings, see Join the 
Forty, page 16, 




If you've been playing video end 
electronic gomes for very long, you 
may have heord the acronym 
%l RPG"—it stands for "Rote Playing 
Game'' Most Role Playing Games 
take place in Medieval times—when 
wizardry, magic and exotic beasts 
ruted the land. 




























When you enter into an RPG, you 
take on the no/e of a certain 
character or party of characters, in 
SM>rd? and Serpents, you actually 
play the roles of four oho roofers: logo. 
Mask. Ajax and Erin. Or, you can 
create your own unique characters. 




As you wonder through the dungeon, 
you will be on a quest for the seven 
treasures of the Ruby Warrior And 
throughout your journey you will fend 
off throngs of monsters. By defeating 
them, you will gain money and 
experience—both invaluable in Role 
Ploying Games, 

The money can be used to buy 
better weapons and armor. And the 

experience points you gain will make 

your characters smarter and stronger, 

enabling them to fight the tougher 

monsters that live in the deeper levels 

of the dungeon. So as you can see. 
your characters and the game itself 

or© constantly evolving. 

Most successful RPG players make 
maps of their quests as they play. You 
should create a map of every level 
of the dungeon and include the 
wells, doors, special transport stations, 
stairways. Temples, treasures, clues 
and more. The more detailed your 
map, the easier it will be for you to 
decipher the clues and complete 
your quest. (See Making Maps, 
page 26). 



3 D VIEWING 
SECTION 


/ 


NLAF 

DISPLAY 



The Stvorcfe and Serpents screen is 
divided into three 
Here's how to use each section: 




CHARACTIE STATUE DISPLAY 


3-D Viewing Section 

This is what your porty sees during 
nornnol movements as you prowl 
through the dungeon.. 



MONSTER 

DISPLAY 

ICOWVAT 

MODE) 



This shows you an overhead view 
(map style) of the level you're 
currently exploring, The mop of the 
area is revealed to you piece by 
piece os you move through the 

dungeon via you r automap, When in 
Combat mode, the aisploy shows 
the number and hea lth of the 
monsters currently being fought. 

The Cha racter Status Display shows 
the current health, spell points, and 
armor class of each character. 

When the words HIT or MISS flash on 
the screen, that means the monster 
has hit you or missed you. Erf her 
way. your character is in direct 
confrontation with the monster when 

that happens. 














































The following illustrations show you the control points for ploying 
Swords and Serpents. Because there are three different modes 
of play — menu mode, exploration mode and combat mode — 
you'll find a separate controller illustration for each mode. 


For Menu Mode (making selections) 


CU ESOE UP 


CANCELS MENU 


cecils 
THROUGH 
SELECTIONS 



CURSOR DOWN 


VIEW 

ATTRIBUTES.' 
INVINIORY 


SAVE GAME 


CONFIRMS 

SELECTION 


/ 


For Exploration Mode (moving through dungeon) 


TURK 90 ° 
LEFT 


MOVE FQHWAED 


TURN 90 RIGHT 


ST SPELLS 



MOVE 
BACKWARD 


VIEW ATTRIBUTES 
INVENTORY 


SAVE GAME 


For Combat Mode (fighting with monsters) 


ATTACK 
MONSTER'S 
BOOT 


ATTACK MONSTER'S HEAD 


CAST SPEUS 



ATTACK 
MONSTER'S 
LEGS 


RUN FROM 

TROUBLE 


ATTACK (PRESS AT SAME TIME 
AS CONTROLLER KEYS) 


Centra,ter keys must be pressed at foe some time os 
Attack Button to indicate direction of attack. 
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[here are four characters in each 
party. They all have different 
characteristics and professions, They 
all have different strengths and 
weaknesses. They even carry and 
use different types of weapons, 

armor and other items. 


To view your characters' attributes. 

press the SELECT BUTTON when not in 
combat mode. Then select ONE 
CHARACTER. This will show you the 
attributes of each character 
individually. 



Characteristics 



Each character's attributes are 

comprised of three characteristics— 

strength, intelligence and agility. 

Each has a maximum rating of 14 in 

the first Experience Level, But os you 
graduate from one Experience 
Level to the next, your maximum 

values increase. 


Here's what they are and how they 
help you: 

Strength 

Th e greater your strength, the more 
damage you can inflict in combat. 



Intelligence 

P : aysa role in determining w hen 
strike the enemy. Also, the higher 


Magician's intelligence. f he more 
spell points tie will receive, 


Agility 

The more agile you are. the easier it 
is for you to hit your foes. Also, the 
easier it is for you to avoid being hit 

In addition to the three characteristics 
listed here, you asso accumulate and 
lose health ond spell points (Only 
Magicians have sped points). 

Health 

All characters start with a health 
factor of 10, As they advance in 
experience, (see Experience Points 
and Levels, next poge) that number 
will be raised. 

To replenish your health points, return 
to the nearest Temple. There is one 
on dungeon levels t5. and 10. If you 
lose all of your health points, you will 
lose your life. But that too can be 
restored al The Temple, 

Spell Points 

Only Mag .cions have spell points. 
They are used to cast spells. Every 
spell uses up different amounts of 
spell points (see Your Magic Spoils, 
page 28J. To restore spell points you 
m ust visit either a Temple or □ magic 
fountain. You r see 11 points will then 
be raised to the maximum number, 
which is determined by your 
ntetigenoe and Experience Level. 




































Experience Points As you travel through the dungeon 
and Levels defeating monsters, you will gain 

Experience Points, 




Cfrack Ihi4 scr«n 

periodlcqlRy to see how 

mifch morwyfoii'Y# 

q ccurn ulated and haw far 
away you or* from *nt#rlrigi 
tht a#JCl Experience Level. 


Experience Levels are not the same 
as Dungeon Levels. Vau can be on 
Experience Level 4 and still be on 
Dungeon Level 2—or the other 
way around 

When you've accumulated 100 
Experience Points, youll advance to 
Experience Level 2. At this time your 
Experience Points will start over from 
0, In fact, every time you start a new 
level you start with 0 Experience 
Points. For the first 8 levels, you must 
double your Experience Points on 
each level to advance to the next 
one, Then. once you reach level 8, 
youll need 6,400 points to advance 
to each of the following levels. Here's 

haw it works: 


Experience 
Points Needed 


100 

2G0 

400 

800 

1,600 

3.200 

6.400 


To Advance To 

Experience Level 


2 

3 

4 

5 

6 
7 

8 16 


To view your treasury Experience 
Points and Experience Level, press 
the SELECT BUTTON. Then select 
"ENTIRE GROUP." 

Professions there are three types of characters 

which will accompany you on 
your journey. 



Chocs* your provision* 
wls+ly. 


warrior 

Warriors are powerful fighters that 

can use the best weapons and 

armor A Warrior's best asset is 
his strength. 

Thief 

There are certain weapons and Items 
that only a Thief con use, Thieves 
also have a special attack that 
sometimes can defeat a foe with o 
single blow. A Thief's strongest suit 
is agility. 


Magician 

Only Magicians can cost spelts and 
you will need at least one Magician 

to finish the game. 


Magicians hove a w-ioe variety of 

spells that can assist your party in 

combat, heal party members 

[ nctuding themselves) when 
wounded, and aid in getting by traps 
and puzzles. A Magician's highest 
attribute is intelligence. 
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A wise old Hermit recommends 
a par ty of one Warrior., one Thief 
and two Magicians. But only one 
Magician is actually required fo 
finish the game. 


Viewing 

Attributes During 
Gameplay 


If at any time during the game, 
(except during combat) you would 
lit® to view the attributes of your 
plovers, press the SELECT BUTTON. 
[Don't hold it down). Select ONl 
CHARACTER and press the A BUTTON. 
Then select ATTRIBUTES and press the 
A BUTTON again. 



Thtsfc aw Itia attributes ol 
logo, Th* Magician. To view 
the alirlbul#$ al It** ath&rs, 
press the RIGHT ARROW, 


You will then be shown the attributes 
of the first character under your 
control. To view the attributes of other 
characters, press the RIGHT CONTROL 
PAD ARROW until you've seen the 
attributes for all four characters. 


To return to gameplay, press the A or 
B BUTTON. 

In a multi-player game, you 
con look at the attributes of the 4 
characters , but you can only view 
your own character "s inventory 







AsirtftcQtrd lnth* Mnp- 
Monster section, (upper 
fight) there are two spiders 
dtlackelng the party. 




Alf 16 levels of this dangerous 
dungeon are crawling with 
monsters—and the farther down 
you go, the meaner and stronger 
they become. On each encounter 
you may be battling anywhere from 
11o 8 monsters at the same time, The 
actual number of monsters you are 
fighting—and the amount of life 
energy each one has—will be shown 
on she Mcp/Manster Section in the 
upper right sector at the screen. [See 
The Screens Before You. page 13). 

When the monsters first appear, the 
names of the characters who are 

fighting the monster will flash green. 

[See The Character Status Display. 

page 13). 

During the course of the encounter, 

each member of your party will get 
a chance to either fight the monsters, 
cast a speli or tun, But players are 

selected by c random pattern based 

on intelligence, agility, weapons, 

armor and other factors. So there 

may be instances when one player 
goes two or three times before 
another player gets a chance. 
However, eventually all the plovers 

will get a chance to fight. 






























In addition to fighting monsters, 
players can ateo select to run oway 
or east spells (Magicians only). Here is 
howto accomplish these three 
different options: ("see Combat Mode 
Controls, page 15), 


Fight 

Attack monsters by pressing bath the 
A BUTTON and tee CONTO1 PAP at 
the same time. 

press 

the U D ARROW and the A SiJTTON 


7b a ttack a monster's body, 

press RIGHT or LEFT CONTROL PAD 
ARROWS and the A BUI TON or 
just the A BUTTON. 

press the 

DOWN ARROW and tee A BUTTON. 

It's more difficult to hit a monster's 
head, but it will ao more damage if 
successful. Some monsters have 
different vulnerabilitres, so st may be 
easier to hit one area rather than 
another. Experiment! 

When a monster attacks your 
character, the character's name will 
briefly be replaced by a "hit" or "mtes'' 
result. You should wotch your 
character's hearth bars closely, and 
use your Magicians to hea! them 
when they ore low. Different monsters 
have different strengths ana 


Golden 

Opportunities 


Experience Levels 


weaknesses. While an ogre wit not 
attack as often o$ a bat, It will hit 
much harder when it does, 


After detecting a party of monsters, 
you will be awarded gold end 
experience paints. The gold can be 
used to buy armor ar id weapons at 
the various shops located throughout 
the dungeon. 


As you gain experience points, your 
characters will become more 

powerf ul. Once you have 

accumulated enough experience 
pom Is, your characters will move up 
one Exper once Level. As you move 
up in Experience Levels, your strength., 
intelligence and agility will also 
increase. 

Cast a Spell 

Only Magicians can cost spells. If 
you're trying to moke a non-Magician 
cost a spell, the game will notify you. 

first press the 
B BUTTON during combat or 
exploratory gameplay A menu will 
flash asking you to select the 
character who's going to cast the 
spell, then you'll select the spell you 
wish to cost. Good Spells can be cost 
on fellow members of your party. 

Bad Spells can be cast on monsters. 
But don't worry. Your Magician is wise 
enough to know which spells are 


$ 

















beneficial and which are damaging. 
So you'll never harm another party 
member or heat a monster, (to find 
out more about each spell, see Your 
Magic Spe.fe, page 28). 



SetacHrcm a list of 
dillerenf Sul 

remember, only llqjlclam 
can cast sp e Ik! 



When the mongers, get fo 
be loq mmh t<i handle, 
don't be afraid fo run! 


To cast a good spell on a fellow 

select the recipient 
of the spell as you would any other 
menu choice: by positioning the 
cursor arrow and pressing the 
A BUTTON. 


Run 

There may be times when you don't 
wont to fight, Vour life energy is low 
or you ate running out of spell points. 
When this happens, if Is better to run. 
In multi-player games, each 
character runs alone. But in o 1-player 
game, you have the option of letting 
the entire party run together. 


, press the 

SELECT BUTTON during combat. You 
will then be given three options: RUN.. 
FIGHT and ALL RUN (1-player game 

only]- Make your selections and press 





There are 16 levels in all in this deep, 
dork, dungeon. Arid you start at the 
top and work your way down to the 
very depths where the ten idle 
Serpent lies waiting for you. 


Each level is a 16 by 16 grid. And each 
is c haunted maze. But other than 
that each level is completely 
different and increasingly difficult, 
Which is why it s recommended that 

you record maps of each level , 


True enough, you w I have your 
automap (see Mop/Mo n.s ter Dfspfgy 
Section , page 13], And as you move 
through a level., the sectors in the 
automap will change from black to 
orange And the waifs ard doors will 
be revealed But only two automaps 
will be stored in memor y at any one 
time. So when you get to a point 
where you need more than two 
maps, you'll be at a grave 
disadvantage without maps of 

your own. 


Also, when you save a game, the 
characters and their belongings are 
saved. But the ma ps a re no t saved, 
So once again, you'll be at a lass 
without your own maps. 





























































I n foci some th ings a rerVt even 
shown on the automap. Like secret 
doors, stairs and Zoom Tubes [see 
Moving through Levels, page 27]. For 
items iike these, you? own detailed 
map will be much more valuable 
thon the one on the screen. 

When mapping an item that takes 
you to another place, like a Zoom 
Tube or a Teleporter, indicate where 
it takes you to. If, when you are first 

'‘zoomed" or "teleported" to o new 
location, you can't tell where you are. 
keep exploring. Eventually you will 
know where you ore and you can 
then indicate the point you've 
transported to on your map. 


The best way to enjoy ana master an 
PPG is to make ma ps of eve r y level 
of the dungeon. We have printed a 
map of the first [top] level on page 
41 There are also 17 blank grid maps 
at the end of this manual for you to 
use to record your quest. Plus we've 
provided you with a key to the 
various items you'll find Nat ail will 
be on level 1. 


Use Inis, key to decipher the map of 
Level 1, Then continue using these 
some icons for your own maps. 
Remember to write each symbol 
letter or number on the map in 
addition to keeping a log in the cose 
of special terns. Zoom; Tubes and 
Teleporters, 


Mapping Symbols 





: a ■■ fa ’ ■ V A n m s 0 ,ji * 


KE¥ 

T 

Temple 

A 

Armory 

0 

Doors 

S 

Secret Doors 

T 

Up Staircase" 

l 

Down Staircase' 

m 

7, 

Zoom Tube” 

□ 

Teleporter" 

M 

Magic Fountain 

X 

Trap 

#1-100 

Items, Weapons. 


Magic Spells"' 


'Staircases always take you to the 

same sector you were just on—only 
on another level. [Exceptfrom level 

15 to 161 


"Number each Zoom Tube and 
Teleporter consecutively and keep a 
log of where each one takes you 

‘"Number each item consecutively 
and keep o log of whot each one is. 


Moving through 
Levels 


In addition to the sector by sector 
method of mav ng across a level 
there are three other ways in which 
you ca n move. 


Zoom Tube 

The ZOOM T UBE zooms you back UP 
to a previous level. This is mast helpful 
when you need to return to a temp-e 
on a level you've already visited. 
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: Level 1 is at the top and 
level 16 is deep beneath the ground. 


Stairs 

A reliable way to advance DOWN to 
the next level, ff you can find them. 
But stairs can be used to go UP also 


Teleporters 

These take you from one end of a 
level to the other or from one leve£ 
to another In a flash. 





A Magician will get a certain number 
of spell points based on intelligence. 
The spell bar on the Character Status 
Display shows how many spell points 
each Magician has. Voull find that 

different spells use up different 
amounts of energy on the spell bar. 


All Magicians start the game with 

"HEAL" and "FLASH FIRE"' spells- Ail 



are 



other 

the dungeon, So try to collect as 
many as you can, 


Spell points can only be replenished 
at Temples end magic fountains. 
Some spells last bnger than others. 


For those that last a long time [like 
the Shield, Flight, Deadeye and 
Strength spells), a small icon will 
appear below the map section to 
remind you it is still working. 


The following is a list of all the spells, 
what they do and how many spoil 

require: 





Heal 


Flash Fire 



Shield 


Deadeye 


Death Mist 


Strength 


Passwali 

Thunder 



Phalanx 


Stun 


Restores 6 hea th points to one character 
in party, 



Causes c bolt of I ghtning to zap foe 


A bolt of lightrrng with an extra jolt, 


Major Heal 


Flight 


T" 


6mproves the party's armor class tor a I me 


improves ability to hit foe tor 1 character, 
t combat. 


Covers foo With a deadly haze 


n 


increases damage dong by 1 character far 1 

cambqt. 


Allows party to walk through a wall 


A powerful thunderclap con zo p 2 
enemies at once. 


Cantu: ns the venom of 1.000 snakes 





E echo- snoot" enemies, up to 3 at once. 




A reel shocker, zaps 1-3 foes. 

Heals everyone in party from 
4-6 health points. 


Regenerate 


Allows parly to float over traps. 


■UKU 


Heals one character completely 


Crystallize 


Freezes the enemies' ability to fight 


1 


1 


2 


1 



4 


2 


2 


2 


5 





















































































































































| capons. Armor and 


Ml 


Other Inventory Items 




Mask em-fl&E, a varlefy of 

Item*. Yo-y only be 

equipped wttfi 1 WtopaiFt of 
a time (bwre iff the 
Bteodaward)^ but you can 
b* *<|uipp*dl wlib several 
types- ol we-a rablA lf«mt 
and ar mor at once. 



From this menu you choose 
what to do with a certain 
Item, to “l&UiP It 1 * 1, means 

to hold it« wee r it, “USE 

I T 11 Ik for non-combal Items 
such as keys-. 


Each character begins the quest 
with, certain items weapons, armor.. 

money, iterns of mag Ic and more. As 

you explore the dung so r. levels, you 

will pick up new items. Vo u can only 

carry gp to 6 items at one time 


Certain terns can only be used by 
certain character types, Tor example., 
a shield can be used by a Warrior or 
Thief,, but not oy a Magician, 




pres SELECT when not in combat, 

Then choose ONE 
Then INVENTORY, Then select a 

CHAISlm 


You will then he shown a character's 

screen. 



To find out more about an item in 
inventory, select an item by using the 
UP.''DOWN' CONTROL PAD ARROW 
KEYS and pressing the A BUTTON. 


Here ore your options tor your 
inventory items: 


n 




1 

M 


Is© It im% 'JUlSI' 

Mainly for items that are not used in 
combat, Fo r example: you'd 'USE" a 
key to open a door, 


agio 


this readies an item (usually a 
weapon or armor] for battle. You can 
onty equ ; p 1 weapon at a time so 
be sure to "EQUIP" the one that's 
most powerful. 


Discard 

You can only carry 6 stems at a time 
So if you have someth ing you don T 
really need and your inventory is full, 
it's a good idea to DISCARD it in order 
to leave room for something new. For 
example: You have the Great Axe 
and the Axe. 5 nee the Great Axe is 
much more powerful, discard the 
Axe. Or trade it or sell it. 


Trade If 




e vi "i : 

LPT 3 V? E NCVI 
i.vwsr'a tiAiln: 
CC!il S 
hT:irv i : 
i wmt- !■ Li : 
rwiaw Eiiiii::: 

HriWiTO IkW: 

fcHlHh: i i-+j : 

HMiri 


As tbt 

nm*Dsworn has a 6 

DAMAGE Cl ASS. Itewts Ad 
Id pieces and II eaftnol 
fr usfcd by <■ IM^j jpicldn. 



If you no longer need on item, but 

you want to keep it in the party, you 
con always give It to another 
character. Even though some 

characters may not be able to EQUIP 

or USE certain items, they ore still 

able to CARRY them. 


Here you'll f nd a wealth of Information 

on each item in your inventory. Some 

menu entries on the long list of 

an form at on won't apply to every 
item in inventory. If it doesn't apply, 
there wi I be no information on it. 





















































For example. o jewel doesn't do 
damage, so it won't be given a 
DAMAGE CLASS. 


The Weapons 



Certain weapons con only be used 
by certain character types. Generally, 
the weapons that do the most 

damage can only be used by 
Warrrors or Thieves. Magicians must 


leoend on their spells to •damage 



their foes. 


Here is a fist of some of the weapons 
you may find: 


■ 9word ■ Dogger 

s Broadsword ■ Axe 

■ Sta ff » Hal berd 

Different weapons have different 
EFFICIENCY RATINGS (from 6 to 21) 
and different DAMAGE CLASS 
RATINGS (from 4 to 16). The higher the 
efficiency rating, the quicker you will 
be able to strike the enemy. The 
higher the damage class rot rig, the 
more damage you will inflict to the 

enemy. These ratings can be found 

when you examine them. (See 

EXAMINE II page 311 


hJtd 


32 


ARMQft 

Armor also has ratings— it has an 
ARMQtt CLASS or AC. [See The 
Character Status Display, page 13.) 
Armor class ratings range from 1 to 6, 






Other Items 




The higher the armor doss, the 
harder it is for the weore r ta be 

injured by a monster. 


Here ore some of the types of armor 
you may find yourself wearing: 


Armor 


Shields 


Leather 

Scale 

Mage Ctoak 


Shield 

Mirror Shield 
Ruby Shield 


in addition to the weapons and 

armor you find on your inventory lists, 
you'll also find other items that can 
be used when you're not in combat, 


These items are frequently used by 
Magicians to perform magic. Or to 
assist the party through a 
predicament—like a key that opens 
a locked door. 


If ya j feel on item might help you at 

any paint in the maze, select the 

’USE'' option from the character's 

inventory list. If you are outside a 
locked door, you might fry using that 
key you've been carrying around 

you. 

: Many brove adventurers 

have gone before you, including the 

legendary Ruby Warrior, Some of the 

evil inhabitants of the dungeon have 

token jewels, weapons, and armor 

from these noble martyrs. With luck, 









































you mo/ recover some of these 
valuables when you defeat the 
mom iters who ore carrying them, 
Acquiring items in this manner allows 
you to save /our gold to purchase 
really special items. 




At the Temples., priests are available 
to heal your party and replenish your 

spell points. "Defeated" characters 

can also be resurrected here. 


There are various shops scattered 
throughout this massive dungeon. 
They are called Armories. Here you 
can purchase all sorts of things - 
from swords to armor 


But you must first have 
money to moke the 
secondly, you must have roorn to 
carry them. 



. And 


You can also sell items at the Armory 
But be mindful. You wilt only get holt 
of what they are worth. 





Heret you have the 
opportunity to buy a 
DAGGER 1 lOi 10 gjdNJ 
□ nd you hqye g total of 96. 




You sold your Hern for 25 
Old places, flemember: 

* Armory s* only jpolfls 1o 

•gtvo you Itall of what they 
would sel l It to you for. In 
thf lulute T maybe you'd be 

better ■CKtl mo ki ng a trade- 


The shops and Temple s ore 

/coated on the first level and hidden 
throughout the dungeon. If all your 
characters ore defeated in combat 
you will find yourself back in a 
Temple, restored to life with alt your 
weapons and armor, but without 
your gold. 


wal k up to an 

Armory. You will be asked if you would 
like to stop in Any player may press 
the A BUTTON at this time to proceed 
to the Armory, At this point in a 1- or 


2 



, you 



be asked to 


select a character, Do so by pressing 
BUTTON A. 


Then you will be asked if you wish to 
■’BUY" or "SELL " 


'"BUY, 1 “you will see the 
type of screen on the left. 


W — 







you will see the 
type of screen on the left. 













































































































closely (but from afar], t bey h ove 
arrived at some fairly foolproof words 
of wisdom. 


allowed us to print them here 




Your first goal should be to get 
better arms and armor, while 
increasing your Experience Levels. 



I t gets harder to go up an 
Experience Level as your characters 
get sponger, so you will hove to go 
deeper into the dungeon., as the 
monsters on lower levels give you 
more experience points ;f you 
vanquish them, 



If faced by too strong a foe, don't 
be afraid to run 
bette r pa r t of valor. 


is the 



If you find yourself low on health or 

spell points, don't hesitate to head 

for a Temple, before its too tote. 



Magician Heal thyself. 



Once you make it to level five, you 
can use the shop and Temple there 
as a base for deeper exploration. 


Try to explore a levei completely. 
By looking at rhe map display you 
can get an idea of where secret 
doors and rooms may be. 



If you're totally stuck and 100% sure 

that there's absolutely no way out. 
select LAST RESORT from the 
ATTRIBUTES/INVENTORIES menu 







































o great Warrior, The cunning agility 


powers of o W zord and a Mystic, 



His hope is that you won't find oil the 
pieces left by the Ruby Warrior. His 

Hope is that without the collective 


power of those artifacts, you'!! be 


3ut you hove hopes of your own, 
Stronger hopes. Grander hopes. 

Purer hopes. 


So go forth. Go the r your strength. 
r eei your collective power Because 
deep beneath the tangled, 
treacherous layers of the dungeon, 
the Serpent lies waiting. 


P or a II o‘ you. 






































On the next page is a map for 
Level 1. it consists of a 16 x 16 grid, 
To assist you in your quest, we 
have already indicated 
where the Walls, Doors, and 
Armory are located. 

However, you rn ust 
search the entire Level 
to find other dues 
and hidden items, 
such as the Temple and 
Staircase leading to Level 

Make sure you indicate locked 
and secret doors and special 
items, but remember, the 
location of monsters may vary. 
We suggest you use □ pencil 
for mapping. 

In addition to the key we 
have provided you with, you 
may want to make up your 
own symbols. Use the "Notes" 
section to record this and 
other information. 



KEY 

T 

Temple 

A 

Armory 

O 

Doors 

: s 

Secret Doors 

t 

Up Staircase 

i 

Down Staircase 

z, 

Zoom Tube 

□ 

Teleporter 

M 

Magic Fountain 

X 

Trap 

#1-100 Items, Weapons, 

Mogic Spells 


ap o f Level 1 
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